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Executive Summary  
 
 
Queensland’s R and D strategy articulates a strategy for research in the sciences 
and technology. It intent and purpose are excellent, but in its current form it 
poorly addresses: 
 
 R and D opportunities deriving from the applied social and the creative 
disciplines 
 The role of the social and creative disciplines in the development and 
commercialisation process for all research. 
 
Proposed research expenditure priorities reflect a science/technology led agenda 
for Queensland at the expense of new economy imperatives for research in 
knowledge consumption services. The ‘knowledge consumption services’ 
sector derives from the applied social and creative disciplines (business, 
education, leisure and entertainment, media and communications) and 
represents 25% of exemplary economies, whilst the new science sector 
(agricultural biotech, fiber, construction materials, energy and pharmaceuticals) 
for example, accounts for only about 15% of these economies. In fact all modern 
economies are consumption driven (60-70% of GDP) and the social technologies 
that manage consumption all derive from the social and creative disciplines. 
Knowledge consumption industries are not as research intensive as science 
based industries but historical research expenditure in Queensland has devoted 
only 3.7% to research in the applied social and creative disciplines and the 
currently proposed strategy does not significantly alter this allocation. 
 
Queensland can no longer afford to understand the social and creative 
disciplines as commercially irrelevant, ‘civilising’ disciplines. Instead they must be 
recognised as the vanguard of economic growth. In particular, the proposed R 
and D strategy does nothing to position Queensland for the emerging wave of 
innovation needed to meet demand for content creation in entertainment, 
education, government, and health information, to exploit universal networked 
broadband architectures currently in development.  
 
Not only is research in the applied social and creative disciplines required for its 
own commercial potential, but also because such research must be hybridised 
with science and technology research to realise the commercial potential of the 
latter.  Commercialisation depends on ‘whole product value propositions’ not just 
basic research. QUT’s proposed CRC for Interaction Design provides one 
example of how research in the social and creative disciplines can be 
meaningfully hybridised with basic research in technology, to create new 
commercial opportunities for Queensland. 
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Context for our response 
 
The Queensland economy has traditionally been based upon the agricultural and 
resource sectors with R&D within the state also directed to the needs of the 
mining and agricultural sectors. It is widely acknowledged that the Queensland 
economy is in a period of transition from a primary industry to service industry 
economy. However the term services is a catch-all that does not adequately 
specify the specific industry sectors that are evidencing strong growth. Here we 
use the term ‘knowledge consumption services’ to refer to a cluster of industries 
that represent the vanguard of the new economy. These knowledge consumption 
services are education, government and health information, entertainment, 
business and specifically financial services, and media and communication. They 
form the interface between consumers and innovation of all kinds. They develop 
knowledge innovations in their own right.  
 
Current key economic data indicates: 
 
 Queensland Gross State Product growth rates of 3.75 –4.25%  
 Jobs growth is expected to remain at between 2% and 2.5% outstripping 
average population growth of 1.5%. This will not be sufficient jobs growth 
to push down unemployment levels in any significant way.  
 These unemployment levels are expected to settle to about the 8% level - 
tracking a national fall in the jobless rate to 6.5% over the same period.  
 
The growth rates in the knowledge consumption services sectors are often 
stronger than these average rates. For example, education is now Queensland’s 
third largest export. 
 
Worldwide, the creative industries sector has been among the fastest growing of 
the global economy. Several analysts (OECD (1998); CITF 2000; Rifkin 2000; 
Howkins 2001) point to the crucial role they play in the new economy, with 
growth rates better than twice those of advanced economies as a whole. 
Entertainment in the US is now the driver of new technology take-up as defence 
used to be (Rifkin 2000, p. 161). Creative production has become the model for 
new economy business practice (highly outsourced; producer model; project 
management within just-in-time teams, etc). Rifkin (p.163-4) claims that cultural 
production will ascend to the first tier of economic life, with information and 
services moving to the second tier, manufacturing to the third tier and agriculture 
to the fourth tier. 
 
Although available data are incomplete, it is also evident that there has been 
strong growth in the creative industries in Queensland itself over the past ten 
years. Employment figures and the market-demand survey work Rimmer (2000) 
indicate rapid growth off of a low base in the late 1980s: 
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 ABS figures valued Queensland Cultural Goods and Services (excluding 
creative industries activity in new media) at $3,383 million in 1993/94, 
which can be extrapolated on the basis of 7% annual growth to be $5,432 
million figure for 2000/2001 (excluding creative industry activity in new 
media). 
 State Government figures put overall annual factor cost for the Cultural 
and Recreational Services sector (calculated as contribution to Gross 
State Product, Gross Mixed Income and compensation to employees) as 
$1,394 million in 1997-98 increasing 285% over a ten year period from a 
base of $488 million in 1987-88.  
 The above figures exclude new media categories, which remain outside 
present ABS cultural sector figures. In separate figures the ABS values 
the entire income generated by the Information Technologies and 
Telecommunications industry in Queensland at $5,085 million in 1995-96. 
It is presumed – in the absence of a coherent methodology for delineating 
creative content applications within the ITT sector – creative industries 
activity within new media and IT activity makes up some percentage of 
this figure 
 State Government jobs figures indicate that ‘cultural and recreational 
services’ was the fastest growing employment area for the five years 1995 
to 1999. There was an increase of 42% from 34,300 jobs to 49,000.  
 The ABS estimates that, as at March 1997, 54,700 Queenslanders had 
paid involvement in the cultural industries. 103,300 people had some paid 
and unpaid involvement in the cultural industries, 251,000 had unpaid 
involvement and a total of 409,500 Queenslanders (15.6% of the 
population) participated as a paid or unpaid worker in some way. 
 It seems clear enough to say, however, while national jobs growth in the 
cultural sector has been among the fastest growing sectors for the past 15 
years, that in Queensland jobs growth (coming off a low-base) has been 
even more marked. 
Estimates of Value of Queensland Goods & Services in Selected Cultural Sectors as at 1996 
Sector    National Value  Value of Qld  
Goods & Services 
    $m  $m (at 15% of national figure) 
Film & Video production  1129  169     
Film & Video distribution  974  146     
Motion Picture Exhibition  832  124 
Radio Services   623  93 
Television Services   3351  502 
Public Broadcasters (R & TV)  776  116 
Libraries & Archives   667  100 
Museums    425  63.75  
Music & Theatre Productions  594  89 
Commercial Art galleries  87  13 
Sound Recording studios  44  6.6 
Performing Arts Venues  332  49.8 
Services to the arts (nec)  356  65 
 
note: these are selected sectors which cannot be accurately aggregated to form a figure which is representative of overall 
activity. 
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In light of this understanding of the position of the Creative Industries in 
Queensland figure we now offer some specific reaction to relevant sections and 
questions in the draft strategy after making some general comments on the 
paper as a whole. 
 
Specific Responses and Comment on the Strategy 
Paper 
 
The DIIE paper is explicit about the relevance of creative industries as a sector 
that includes ‘enabling technologies’ like multimedia, broadcasting, 3D and 
games. Its applications fields also include knowledge consumption services such 
as creative arts and entertainment (section 3.2). 
  
However, none of these areas, acknowledged as R & D or R & D-influenced 
sectors, has been targeted for State-level investment to this date. Indeed, the 
term Creative Industries is used only once in the entire document (section 7.5). 
 
And yet the opportunities to leverage private sector investment through strategic 
State involvements (section 6.9), and the value of leveraging existing 
infrastructure and traditional industries (such as the broadcasting infrastructure 
that exists today in Queensland) (section 4.15), could both be centrally 
addressed by the creative industries in Queensland.  
 
The need to develop virtual clusters and bandwidth capacity (sections 4.25 – 
4.27) would also be addressed in significant ways if the creative retail or 
consumer consumption end of demand for broadband in the broader business 
and consumer sectors as much as in the research community was engaged with 
by an R & D strategy. 
 
Section 4.8 
 
There is a need to open such initiatives to include the creative industries. 
Incentives and strategies are needed to attract animators, games and multimedia 
researchers and technical staff to Queensland. In addition there is a need to 
cultivate or import individuals with significant entrepreneurial experience in the 
creative industries who can play a role in the education of future researchers in 
Queensland’s creative industries. Visiting Fellowships in Entrepreneurship in the 
Creative Industries, and/or high-level, state-supported strategies to access the 
Commonwealth’s ‘Federation Fellowships’ for Queensland, would be an 
important initiative in this regard. 
 
Section 4.11 to 4.13. 
 
The report acknowledges the importance of commercialisation and business 
skills but gives no evidence that it intends to fund the development of these 
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through business-oriented research. We agree there is considerable scope to 
increase the amount of licensing and spin-off activities, and point to the proposed 
CRC in Interaction Design as a proposal currently to be submitted federally. But 
this area does not fall into a category of significant research investment in the R 
and D strategy for Queensland. 
 
Section 4.15 
 
The public awareness and education program that is envisaged to attract ‘young 
Queenslanders interested in entrepreneurial progression’ should be broadened 
to include research into all economically relevant disciplines where innovation is 
occurring. The strong demand for QUT’s Creative Industries courses in 2002 
shows that have would be entrepreneurs have already identified this sector as an 
exciting and lucrative growth area. The ‘Innovation’ agenda in Queensland 
should be broadened to focus on all growth areas. 
 
Issue 7 
 
We wish to comment in detail on issue 7 because it is of most relevance to our 
discipline. We acknowledge the window that is opened in issue 7 for the social 
and creative disciplines. However, it is a mistake to think that the social and 
creative disciplines are only relevant to social and environmental issues (though 
of course they are relevant), or that their value derives solely from public good 
arguments. For example, changes to the operation of media internationally 
illustrate this point. Global media and communications policy used to be based 
on scarcity, and brought protection, universal service and public interest to the 
fore. However, in both world-wide trends, and in supranational policy formation 
contexts, it is now being driven by a trade-in-services template associated with 
the World Trade Organisation and similar forums. In this model, media are now 
placed alongside telecommunications, e-commerce, banking and financial 
services, and education. This is markedly different from older cultural industries 
models, based on the media’s perceived role in providing content critical to 
citizenship, the information base necessary for a functioning democracy, and 
their importance as vehicles for national cultural expression.  
 
The new services industry model overturns many of the assumptions 
embodied in the old framework. This new model is driven by the ‘big three’ – 
convergence, globalisation and digitisation. New technological and business 
factors include digital transmission systems, multichannel marketplaces, 
competing delivery platforms, fragmented audiences, and changing ownership 
patterns, deregulation. There is an attempt to minimise the role of the state, and 
a corresponding growth in supranational forms of governance.  
 
In economics, however, new growth theory has pointed to the limitations for 
wealth creation of only micro-economic efficiency gains and liberalisation 
strategies. Governments are now attempting to advance knowledge-based 
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economy models, which imply a renewed role for the state in setting twenty-first 
century industry policies, prioritisation of innovation and R&D-driven industries, 
intensive reskilling and education of the population, and a focus on universalising 
the benefits of connectivity through mass ICT literacy upgrades. 
 
Like prototypical service industries – telecommunications, health, education, 
financial services – media involve higher value-added inputs at the content 
creation end of the value chain. This is where the claims for their place in the 
knowledge-based economy come in, where issues of copyright and IP ownership 
and exploitation are key.  
 
The opportunity for media, culture and communications to be part of the 
emerging knowledge-based economy model is based on two key trends: 
  
 content creation will become more important than it is in the current 
content industries (distribution, not production, is where most profit-making 
currently occurs), and  
 the content industries will be characterised increasingly by their being 
inputs into other industries (services, but also manufacturing and even 
primary), as the knowledge-based economy broadens and deepens. 
 
This thinking broadly suggests that the future of the new economy does not lie 
solely in the development scientific or knowledge silos but in the creation and 
integration of content to develop sustainable interactive environments. It allies 
individual artistic, design, writing and production talent with the broad social and 
commercial reach of information technology, media and entertainment.  
 
Within the creative industries, standard approaches to industry development are 
usually unsuccessful because they are not attuned to the specific institutional 
context of the industry. Many sub-sectors of the creative industries include micro-
businesses working in flexible contracting networks with a variety of similar firms. 
While some firms grow larger and take on more conventional structures, they are 
often embedded in a dense network of suppliers who are micro-businesses or 
independent contractors. Points of leverage for industry growth are key services 
that are currently difficult to source at reasonable cost: 
 
 Bandwidth 
 Equity or loan capital 
 Facilities of office space, production space, production facilities 
 Collaborative networks built on maintaining competitive and collaborative 
relationships.  
 
Lack of critical mass is a major threat to successful industry development. 
Current capabilities need to grow rapidly to meet international and national 
demands and to escape the limited size of the local market. The CRC for 
Interaction Design can make a difference by focusing industry research and 
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analysis on the specific requirements of the local and national industry, by 
connecting research and development activity to the realities of contemporary 
practice in the industry and by building networks based on innovation and new 
business models and practice. 
 
Thus we think that the hybridising intimated in 7.4 and 7.7 should really be the 
primary principle upon which the R and D strategy is based. Isolated silos of 
scientific research will not achieve commercialisation outcomes.  
 
To this end we conclude by exemplifying our arguments with the proposed CRC 
in Interaction Design, which draws on creative, social and technological 
disciplines with a focused commercial intent. 
 
At the present time there is no Centre for Interaction Design in Australia. There 
are research initiatives in areas such as human-computer interaction, usability, 
information and visual design as well as other creative industry practices. The 
significance of this CRC proposal is the integration of these disciplines with the 
overlay of commercialisation strategies. This combination of disciplines and 
collaborative strategies is an optimum vehicle for advancing Australian hardware 
and software into the global economy thus moving Australia from a traditional 
consumer to an exporter of creative content, the fastest growing sector of the 
economy.   
 
The Centre will contribute to ensuring that Australian organisations have the 
creative skills and knowledge to be world competitive in this new arena through 
the transfer of new technologies, processes and tools for the development of 
products and services of commercial value.  
 
From this structure, benefits to industry, universities and government are: 
 Access to multidisciplinary research and new commercialisation 
frameworks that leverage existing R&D programs 
 Access to a strong network of pre-competitive university research and 
development staff that will strengthen R& D efforts of SMEs and large 
industry partners 
 Access to additional state and federal $ for research, development and 
commercialisation 
 A forum for creating new partnerships and beneficial linkages 
 Development of new communities of interest for groups such as 
Aborigines, the aged and children through research programs and 
themes, such as Virtual Heritage and Community Network. 
 Access to a strong international industry-government-university network 
that can support international commercialisation efforts and export 
processes 
 Access to overseas markets in Hong Kong, Japan, North America and 
Europe 
 Access to competitive activity in the Creative Industries Precinct. 
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The field of Interaction Design is a broad area of activity concerned with 
understanding the relationship between people, their environments, devices, 
content and community networks. It has risen in importance as researchers and 
industry recognise that emerging technology concepts will fail without a complete 
understanding of how people are affected by their initiatives. There is ample 
research focused on areas such as human-computer interaction, user interface 
design, network capacity, new content production and the like but little research 
is being pursued considering the combination of all these elements as being 
‘interaction’. This ‘whole product value proposition’ is the unclaimed territory that 
the Centre will address through the inter-dependent research themes and 
industry-focused programs described in the next section.  
 
As mentioned earlier, there is no Centre for Interaction Design in Australia. The 
situation is similar from a global perspective. At the time of this proposal there 
were several research centres that considered interaction design in their 
research programs. In general they tend to be focused on human-computing 
issues such as computer supported co-operative work, usability, and user-
centred design. The year-old Interaction Design Institute Ivrea in Italy has a 
similar philosophy to this proposal, but seems focused on the production of 
artistic instantiations rather than exploring how to commercialise interaction 
research and intellectual property outcomes. 
 
The proposal of the Centre for Interaction Design has generated significant 
interest from experts in human computer interaction and the creative industries 
fields as a result of its end-to-end projects and commercialisation focus. This 
strength is timely as companies struggle to understand how to develop new 
business that is focused on the complexities of human desire and preferred 
interaction scenarios with new media content and emerging technologies. 
 
The CRC for Interaction Design clearly contributes to national objectives related 
to the need for strong ICT developments. It is distinguished in these efforts by 
being uniquely driven by R&D initiatives headed by researchers who have an 
understanding of content creation, technology applications and 
commercialisation. The research is focused on hardware and software tools used 
to create content for distribution on emerging media platforms such as the 
internet, broadband interactive TV and mobile computing devices. Our industry 
partners are comprised of local, national and global enterprises. The CRC is in a 
unique position to create synergy within these enterprises. The diversity of our 
industry partners is created through the collaborative combination of creative and 
technology industries within a university research environment. This multi-
disciplinary combination enables greater transfer of technology and IP to a larger 
segment of the Australian business community, from micro businesses to large 
multi-nationals. 
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The creative industries is a new sector that is recognised as being important to 
national economic objectives. It is facing growth challenges due to the 
interdependent collaborative process required for the industry’s success. 
Specifically some of these requirements the CRC will address through its 
research themes are:  
 
 How people will interact with emerging content and technologies 
 The lack of production tools and processes to create new content 
 Inability of community networks and technology infrastructure to support 
content distribution 
 Unknown business and revenue models for commercialisation and the 
valuation of creative capital. 
 
 
Conclusion 
 
Landry (2000, p.140) summarises the conditions for a creative milieu that 
encourages innovation, suggesting it: 
 
 is a place with a level of original and deep knowledge coupled with a 
ready supply of skills, competence and people who have the need and 
capacity to communicate with each other  
 has a sound financial basis allowing room for experimentation 
 has the capacity to deal with complexity and uncertainly about future 
changes in cultural, scientific and technological fields  
 has good possibilities for informal and spontaneous communication 
internally and externally  
 is a multidisciplinary and dynamically synergistic environment which links 
developments in the arts and science. 
 
(Charles Landry will be a keynote speaker at a Creative Cities/Creative Industries 
Forum on 16 July 2002 at the Brisbane Powerhouse, hosted by Brisbane City 
Council and a consortium including QUT Creative Industries, Griffith University, 
Arts Queensland and Department of State Development, with industry support 
and input.) 
 
These features are important because a knowledge economy is a connected 
economy. Knowledge silos which do not interact are counterproductive. The 
Queensland R and D strategy invests in creating some of the appropriate 
knowledge silos for the 21st century, and acknowledges the role of 
commercialisation. However it has overlooked both the commercial potential of 
important knowledge domains (in both applied social and creative) and 
underspecifies the specific strategies required for interconnecting all these 
ingredients. 
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